This paper aims to report the traditional learning problems of computing courses students. To identify the problems a questionnaire was framed to focus on the problems and issues faced by students while interacting in a traditional learning environment. The study tested the respondent's attitude with five-point Likert Scale. The study was analyzed by using the NCSS program. Traditional learning problems were abridging by computing mean, median, mode, standard deviation and IRQ. This research highlights the problems of different computing courses particularly, problems of basic programming concepts, unable to write code, language barrier and confidence besides these, highlighted the various academic and non-academic problems. Reliability Analysis was achieved by Cronbach's Alpha and got encouraging results of an 80% reliability coefficient.
I. INTRODUCTION
Education is knowledge that process learning, skills, values, and enlightening experiences. The rapid growth of technology, and new trends in computer technology and annually more than thousands of students getting a degree in a computer science discipline. But, the lack of knowledge and confidence in understanding the content, of course, has created the problems and confusion for Graduate students. The author tries to overcome the gap of past to current [1] . All students are not in command to learn the basic hypothesis of programming even they do not learn basic concepts of a program [2] . For every field to check the learning outcomes of the learners in different courses, especially computing the assessments is the process of judging the students, which helps students to improve their abilities and skills. There is a need for time to introduce the process of smart learning methodology for basic program ideas to enhance their approach [3] .
This study explored the traditional learning issues and difficulties for undergraduate computing students.
II. RELATED WORK
Education produces the resources, which leads to success for nations [4] . The educators try to deliver knowledge by their experiences, intelligence, style and mode of teaching. The advent of modern technologies and equipment has made education more and more easy, attractive and effective [5] . The smart devices with wireless connectivity to create ease and efficient education leads to a way of motivation and collective learning [6] . The learning is a continuous transformation process of obtaining the knowledge whether new or existing, behaviors and skills [7] . The learning is ability, whereas the skill and knowledge are acquired by the experiments and experiences. The transformation of new trends and technologies has a great impact on the learners, which helps them to enhance their ability and approach by the induction of smart devices [8] . There are many problems which are faced by the computing students when they are learning in a traditional environment. Most important problem is to increase the confidence level of students to create a perfect program, the proper practice is necessary for a student for the selfassessment to get good results [9, 10] . The students of the computer science discipline face failure to some extent. The Lack of interest in the importance of technology and course material [11] . The aim and objective of particular knowledge to examine the information or data and make a new solution, furthermore update the previous [12] . The traditional learning system works effectively but needs modification in theoretical and practical work which gives a path to learning methodology [13] . The author has reported that computer science courses and programming has been always a tough task, the results are discouraging for learners and educators respectively. The reason briefed by the author is the non-attractive traditional methods of learning. Furthermore, the author discussed the research and studies witnessed that encouraging results are achieved by incorporating the robotic and other visual environment techniques with the aim to build to deliver knowledge [14] . The prejudicial impact of computer games in our society regarding children idle time as quoted by the author. Later it was noticed that keen interest of children in computer gaming can be fruitful in creating motivation and driving force for learners to increase their interest. The author has developed a link between computer gaming and Software engineering ideas to bring innovative trends of teaching [15, 16] . The disappointing results of the student if DIT (Networking) regarding the simulation of practical work, there may be different reasons are non-achieving bright results. In order to dig-out the reason to improve and enhance the learning process by enforcing the theoretical to visual techniques. The author gives the idea of modifying and improving the laboratory environment with collaborative learning content of students to overcome the challenges faced by learners [17] .
III. RESEARCH OBJECTIVES
The research study has two core objectives, which are  To investigate the learning problems related to the traditional teaching methods in computing discipline with the help of designed questionnaire  Data Analysis has been done with scoring matrices that provide the directions of traditional learning problems. www.ijacsa.thesai.org
IV. PROPOSED METHODOLOGY
In order to achieve the objective of the research, a methodology with a number of steps has been designed as shown in Fig. 1 ; following steps are implemented as under.  Problem Identification: This study aimed to extract the problems of the computing courses students in a traditional learning environment from the literature review as well as a pilot study.
 Research Strategies: In this step we analyze how to find out the problems of students, therefore, a questionnaire related to the problems of computing students in different subjects has been designed.
 Sampling: Final year students of the IT department are the subject of this study. The sample size of 28 has been used in this research who answered 33 questions.
 Data Collection: In this step, data has been collected using a questionnaire of 33 questions and collect the data in which students were asked to rate their problems with provided Likert scales of 5 points.
 Data Analysis: NCSS software has been used to analyze the data using descriptive statistics methods.
 Results Interpretations: Results have been interpreted using descriptive statistical analysis where central tendency mean, median, mode and standard deviation have been used. For the reliability analysis, Cronbach Alpha Coefficient method is used.
V. DATA DESCRIPTION
The samples for this study have been collected from final year students of Information Technology department from Quaid-e-Awam University of Science and Technology. The Questionnaire has been designed to identify the problems which have been faced by the undergraduate students in traditional learning, for Gathering and assembling of information and reporting the consequence's in a systematic and well-formatted manner.
The comprehensive detail of the data description is shown in Table I . The students were asked to rate each item on a provided scale from 1-5. The score obtained were ranked as follows:
1= strongly disagree 2= Disagree 3= undecided 4=agree 5= strongly agree.
A Likert scale is one of the main frequently used methods as a psychometric tool in educational and social sciences research. In this study, a Likert scale has been used. The "Respondents" are asked with choices to show their level of agreement (from strongly disagree to strongly agree). The Participants may have a choice of five to seven or even nine pre-coded responses along with an "undecided" point of neither agree nor disagree [18, 19] . Fig. 2 elucidates that from the questionnaire responses it has been revealed mostly students show discomfort in learning the computing courses. Where the x-axis shows the number of questions and the y-axis shows student's responses. The data in Table II presents the responses and percentages of the students according to the Likert Scale. This Fig. 3 presents the comparisons of responses which are provided by the respondents.
VI. DATA ANALYSIS AND EVALUATION OF THE RESULTS
For the analysis of the data, NCSS software has been used due to its high accuracy as reported [20] [21] [22] . The results of the summarized data that was collected and statistically analyzed accomplish the goal of this research study positively and reports the problems of computing students. The questions included in this study agreement with the results and justify different problems where the expectation of student performance affects and provide the answer to utilize different technologies to resolve these problems. Table III describes the detailed summary of statistics of 33 questions and all the analysis steps performed individually on every question.
The data in

A. Interpretation of the Results
The resulting Table IV summarizes the overall statistical analysis which has applied to the data and shows the result of IQR (Inter Quartile Range) which is a measure of dispersion and illustrates the scattered across the range responses. The IQR is a difference between the 75th and 25th percentile. It is mostly used to quantify scatter points. The percentiles are necessarily useful for normalized ranks. The small IQR (0-1) shows an indication of agreement about the opinion of a particular group while large IQR shows disagreements of the particular group regarding any opinion [24] . Table III shows the median value 4. The median is also called 50 th percentile.
According to the statistical interpretations, the median is 4 and IQR from (0-1) means that most respondents show agreement about the particular statement. In our analysis, IQR is 1and the median is 4, therefore, we conclude that most of the students show the agreement regarding the problems highlighted in the questionnaire. 
B. Reliability Analysis
For the reliability analyses, Cronbach's Alpha method has been used to test and measure the reliability, or internal consistency, of a combined score. Cronbach's Alpha values can be obtained from the range 0 to 1, but you can get negative numbers as well. Sometimes one can get a negative number also which shows that there is something went wrong with the collected samples. The general rule of thumb regarding the reliability is that a Cronbach's Alpha of 0.70 and greater is good reliability, 0.80 and greater is better reliability, and excellent above 0.90 [23, 24] . Table V interprets the comprehensive reliability report of this research study and showed the complete depiction of statistical functions applied to 33 questions. Table VI shows the reliability analysis of Cronbach's Alpha that is 0.80 which means that it is better reliability about the opinion given by the particular groups regarding the problems reported in the questionnaire.
VII. CONCLUSIONS
The study was designed with an aim to predict possible problems of students while interacting with computing disciplines. For this purpose, the students of IT department of our university participated in data collection, 28 respondents' provide their responses. The provided responses were analyzed through NCSS software and achieve reliability by Cronbach's alpha and get encouraging results of 80% reliability coefficient and standard deviation of (σ) 0.16774. For showing the agreement regarding the opinion of the subjects is also validated using IQR and Median values. The overall findings of this research study have been enlightening the problems of traditional learning in computing subjects. An attempt has been made to fill the gap of learning barriers by addressing the problems which are faced by the students. There are numerous problems highlighted which adversely affected the student's level of confidence of learning outcomes and their achievements.
VIII. FUTURE RECOMMENDATIONS
In order to enhance and improve the learning of computer science subjects, with the help of a study conducted which highlighted the academic problems besides other issues. Keeping in view the problems of learners, a defined mechanism to be designed to improve the effective and efficient learning environment for a student with the utilization of dimensional encouragement of technologies and learning taxonomies.
